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Safety Information 

About Photosensitive Seizures 

A very small percentage of people may experience a seizure when exposed to 
certain visual images, including flashing (ights or patterns that may appear in 
video games. Even people who have no history of seizures or epiiepsy may 
have an Lndiagnosed condition that can cause these photosensitive epileptic 
seizures while watching video games. 

These seizures may have a variety of symptoms, including iightheadedness, 
aitered vision, eye or face twitching, jerking or shaking of arms or legs, 
disorientation, confusion, or momentary loss of awareness. Seizures may also 

cause loss of consciousness or convulsions that can lead to injury from falling 
down or striking nearby objects. 

Immediately stop playing and consult a doctor if you experience any of these 
symptoms. Parents should watch tor or ask their children about the above 
symptoms — children and teenagers are more likely than adults to experience 
ttiese seizures. 

The risk of photosensitive epileptic seizures may be reduced by sitting farther 
from the television screen, using a smaller television screen, playing in a 
well-tit room, and not playing when you are drowsy or fatigued. 

If you or any of your relatives have a history ot seizures or epilepsy, consult a 
doctor before playing. 

Other Important Health and Safety Infornatioii The Xbox Instruction 

(iflanual contains important health and safety Information that you should read 
and understand before using this software. 

Avoid Damage to Your Television 

Da not use with certain televisions. Some televisions, especially front- 

or rear-projection types, can be damaged If any video games, including Xbox 
games, are played on them. Static images presented during the normal course 
of game play may burn in to the screen, causing a permanent shadow of the 
static image to appear at all times, even when video games are not being 
played. Similar damage may occur from static images created when placing a 
video game on hold or pause. Consult your telsvision owner's manual to 
determine if video games can be safely played safely on your set. if you are 
unable to find this information in the owner's manual, contact your television 
dealer or ttie manufacturer to determine if video games can be played safely 
on your set. 

Unauthorised copying, reverse engineering, transmission, public performance, 
rental, pay for play, or circumvention of copy protection is strictly prohibited. 



TABLE OF CONTENTS 

Using the Xbox video game ^stem 

Using the Xbox controller 

Introduction 

Menu & Interface 

Controls 

NETRICS 

Game World 

Enemies 

Weapons ,.16 

Items .■ IB 

General Gameplay Tips 23 

Mitltiplayer — j^^^^^^^^k.' '^^ 

Credits ^^^^^^^^32 

Warranty 36 

Customer Support 37 




.3 
.4 
.5 
.8 
.9 
12 
12 



a 



S£RIOUS€>SAM 



Using the Xbox Video Game System 

1 . Set jp your Xbox'" video game system by following the instructions in the 

Xbox instrucfion Manual. 

2. Press the power button and the status indicator light will light jp. 

3. Press the eject button md ttie disc tray wiil open. 

4 Place the Serious Sam disc on the disc tray wittt the label facing up and 
close the disc tray. 



Disk Tray 




Ccmtroller- port 1 
Controller port 2 



Eject button 

Power button 



Controller port 4 
Controller port 3 



5. Follow the on-screen instructions and reter to this manual for more 
information about playing Serious Sam. 



Avoiding Damage to Discs or the Disc Drive 

To avoid damage to diSCS or the disc drive: 

• Insert only Xbox-compatible discs into the disc drive. 

• Mever use oddly shaped discs, such as star-shaped or heart-shaped dtsi 

• Do not leave a disc in the Xbox console for extended periods when not 
in use. 

• Do not move the Xbox oonsoie while the power is on and a disc is inserted. 

• Do not apply labels, stickers, or other foreign objects to discs 




Using the Xbox Controller 

1 . Insert the Xbox Controller into any controller port on the front of the Xbox 
console. For muitipte players, insert additional controllers into available 
controller ports. 

2. Insert any expansion devices (for ejt^nple, Xbox Memory Units) into 
controller expansion slots as appropriate. 

3. Follow the on-screen instructions anitiefer to this manual for more 
inforijiation about using the Xbox Con^ler to play Serious Sam. 



Expansion slot A 




Left 
thumbsticli 



Directional 
Pad 
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INTRODUCTION 

At the dawr of the 21st Century, mankind makes a startling discovery. Beneath 
the sands of the earliest known human civilisation, traces of another, even 
more ancient - but technologically advanced - civilisation are jncovered. The 
profound scientific implications of this discovery leads humankind to the far 
reaches of the universe. Everything seems perfect - too perfect to last. 

In the year 2104, human civilisation is attacked by countless deadly 

monsters, spawned from another dimension. In the battles that follow, 
humankind fights valiantly, but nothing can stop the monsters from coming. 
Earth's forces are steadily defeated, planet by planet, from Alpha Centuri back 
to their own solar system. 



; to his extreme bravery in battling monsters, Sam 'Serious' Stone 
becomes a legend, Wounded countitss times ■ but never defeated - Serious 
Sam becomes a living symbol of the Eartt^esistance against the 
advancing evil. 



arth^esistati 



But, no matter how bravely the human armies fight, theyiare defeated time 
and time again. Attempts to defend the solar system fail and the Earth is n 
under direct attack. Humankind stares into the face of its own annihilatio 



Wcrtd leaders must now turn to thefr last chance - an ancient artefact called 

the 'Time-Lock'. 3 relic from a long-forgotten race, infused with the power to 
teleporl a sinyle person back in time. The choice of whom to send is obvious.. 




Serious Sam bedSmes the final hope for humankind. He must return to the 
past and change it to save his race from extinction by an evil force determiri 
to purge the galaxy of all intelligent life 



MENU AND INTERFACE 



^ 
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Single riayer " 

This selection puts von in 1iii*fl??f Serious] 

will play through the single player campaigi 
test your combat skills to their limits. 



m for a one-player game. You 
'gainst countless fiends that will 



When you select this option for the first tfme, you are asked to enter your 
name. All further mformation about your control settings, score an^ levels you 
have played will be stored under that player name. 

Every time yoti choose the single player option, you must select a previously 
created player ot create a rim player. 

Miiltiplayer 

Multi player allows you to play the game together with your friends on one Xbox 
and one TV via split screen, or you can connect up to 4 Xbox consoles and play 

via system -link. 

Wlultiplayer allows you to join forces with your friends in co-operative play, or 

you can challenge your enemies to a deathmatch game! 
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Player settings 

Here you must select yojr player name and then you can adjust all player 

optioiis: name, controls, game options ard mjltiplayer character. Last, but not 
least, here you can find yourtotaf score as well as the best score for each 
played level. 

Options ... -g*; 

This selection enables you to adjust music and effects volume, brightness and 

violence options. 

Start a new Single Player campaign 

1. Select the Single Player option in the main menu. 

2. Insert your player name. When you start a Single Player game for the first 
time you just need to enter your name and then select Done. If a player 

already exists, you can press the Y button to create a new player and then 
enter another name, 
3 Select a difficulty level, and the action will begin. 

Difficulty tips: 

Easy For those new to first-person shooters (FPS). 

Normal for seasoned FPS players. 

Hard for fearless Serious Sam players. 

Serious Are you serious? 

Continue (tiaying existing campaign 

1. Select Single Player option in the main menu. 

2. Select your player name and the game will start from your last save spot. 

Start custom level 

When you finish the Single Player campaign, all the levels you've played 
become unlocked. You can start and play any of them whenever you want. 





1. Select Single Player option in the r^ menu. 

2. Select your player name. j^ 

3. Select the level that you want to play (move the selection left-n 
D-pad and press the A buttnn to select desired level), 

4. Set difficulty and start enjoying yourself. 

Save Game v 

During the Single Player game, you cani^.save your position whenever you 
want. Telephone Booths are the only in-g4% places where you can create 
saves. Press the use button while you are nerar a Telephone Booth and your 
game Will 1)6 saved 




So, if you exit the gam durmg gameptay, your gams wiil be saved on the Xbox 
hard disk witljyour position as it was on the last used Telephone Booth. 
You cannot save mltiplayer games. 

Pause Game , -; 

By pressing the Start button wfiile playing, you enter the Pause menu. 
Here you can restart your session, adjust player settings and options, exit an 
existing session or just continue playing. 
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CONTROLS 

Nate: Description of controis in the manual is based on 'standard' control 
method. Vou can refer to the ingame controller menu for adjustments. 

Tfie controls can be adjusted within the Player settings menu. 

You can cttoose between the predefined thumbstJck and button settings within 
ttie Controller menu. 



NETRICSA 




^^uetault 



For further adjustments {auto-centring, auto- aiming, invert look, sensitivity), 
look under Advanced options. 

Default thumbstick and button fiircfiors are shown on the following diagramsT 




^ CttHTAtttLEA 



standard e- 

standard - 







NETRICSA (NEuroTRonicrfy Implanted ComtiM'Situation Analyser) is a small 
computer implanted inside Sam's skull. Sam'sNETRICSA is the best available 
of the wide range of such devices, common among modern head-to-head 
fighters. It is a neurotronical computer connected to (he perceptual cortex's i 
his brain. The computer has access tn his audio-visual experiences and can 
provide him with feedback, it is used to provide fast and simple access to all 
the necessary data and analysis required by a skilled fighter. It also ensures 
they can keep up to date with the situation and know what to do next. 
It translates texts, offers simple heads-up-di splay directly to the visual cott®, 
tracks targets and gives other l^inds of help in fights and general tactics. 

In the game, NETRICSA appears on your screen in two different ways: as a 
Heads-Up Display and as a full screen computer interface. 
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The Heads-Up Display is active nortnally wfiile you explore an area or flgtit. in 
the lower left corner, it shows your current ARMOUR and HEALTH state. 
Opposite that, in the right corner is an AMMO icon, which shows the current 
state of your ammunition. Tiie icon in the upper left comer shows yoj how 
many LIVES you have left, -^ 

Up in the middle is a SCORE, showing the sum of reivard money you have' 
collected by eliminating your enemies and by completing other tasks. When 
NETRICSA has a new message for you, you will hear a notification sound and a 
(iflESSAGE EWELOPE (upper right corner) with the number of pending 
messages will appear below the account display. You can press the WHITE 
button to invoke NETRICSA into full screen so you can read themessage. 

A CROSSHAIR shows exactly where your weapon will hit, and it changes colours 
according to the state of your target. While you have no live target, it is WHITE, 
When you aim at s new enemy, it will become GREEK, and as you damage the- 
enemy, the colour will turn RED. it also uses Auto-aiming, so if the crosshair^ 
lityoL will surety hit the target. 

If you target an item ttiat can be used or operated (e.g. a switch), a USE 
indicator will appear on screen. Press the use button to operate the item. If yoii 
target an item that can be analysed, an ANALYSE indicator will appear. Press 
the use button to analyse the item. After analysing it, a new message will 
appear with the results of NETRICSA's research. 



To read any of NETRtCSA's messages, m can invoke NETRICSA into full screen 
at any time by pressing the WHITE butjfn. 





In fullscreen mode, NETRICSA shows two windows: messages and statistics. 

The BLACK button toggles between tiie Statistics and Messages windows. 

The Messages window displays information about enemies, weapons and also 
some tactical data. Navigate thr^mgh messages using the Left thumhstick. 

In the Statistlc^romh'BU can see your statistics through the level so tar, 
including enemies destroyed, secrets and treasures found, and how much time 
has elapsed. 

Yoj can exit the full screen NETRIC3A by pressing the B button. 
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GAME WORLD 



ENEMIES 




MARSH-HOPPER FROM RIGIL KEHTAURUS 
Size: 3 ft 

- Weapons: Toxic Slime Splash 
Score: 50 
Til rest: Very Low 

BEHEADED ROCKETEER 

Size: 6 ft 

Weapons: Magic-Missile Launcher 

Score: 100 

Threat: Very Low 

BEHEADED FIRECRACKER 

Size: 6 ft 

Weapons: Triple Magic-Missile Launcher 

Score: 100 

Threat: Very Low 




BEHEADED BQM81 

Size: 6 ft 

Weapons: HandGretiatles 

Score: 200 

Threat: Lo*^^ ^,' 

MALE GNAAR 

Size: 4 ft 

Weapons: Bites, Punches 

Score: 200 
Threat: Low 










ZQRG MERCENARY FROM BEELMEZ [V 

Size: 6.5 ft 

Weapons: Burst Laser 
,,.-■ Score: 300 i_ .^^^ 

Threat: Low ■ ^: 

ZDRG CDMIAANDER FROM BEELMEZ IV 

Size: 7 ft t!;', 

Weapons: Sweep Burst^taser 
Score: 400 
Threat: Low 

FEMALE GNAAR 

Size: 5 ft 

Weapons: eitBs, Punche: 
Score: 500 
TtjreatiLow "^ 

RiEEBAN ELEETRQ-flSH 
Size: 11 ft infength 
^SjUf^pons: Electric Discharges 
'Score: 1000 
Threat: Medium 

BEHEADED KAMIKAZE 

Size: 6 ft 

Weaponsv Hani Grenades 
Score: 1000 
Threat: Medium 

SCYTHIAK WITCH-HARPY 

Size: 5 ft Standing 

Weapons: i\flagic Projectiles, Claws 
Score: lOOO 
Threat: Medium 




^f 
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KLEER SKELETON 

Size: 9 ft 

Weapons: Two-Ball Projectiles, Claws 

Score: 1000 

Threat: Medium 



BIO-MECHANOID, MINOR 

Size: 15 ft standing 
^ Weapons: Pulse Lasers 
"" Score: ISOO 

Threat: MediLin 

CUCURBITO THE PUMPKIN 

Size: 7.5 ft standing 
Weapons: Chainsaw 
Score: 1500 
Threat: Medium 



ZUMB'UL FROM PLANET RAS-AD-HYK 

Size: 10 ft '"^ 

Weapons: Twin Hard Plasma Launchers 
Score: 2000 
Threat: Medium 

JUVENILE ARACHNOID 

Size: 10 ft 

Weapons: Ctiain-Gun.Tail.Sting 

Score: 2OO0 

Threat: Medium 



SIRIAN WEREBULL 

Size: 9 tt 
Weapons: Horns 
Score: 2500 
Threat; Medium 






m 





GANNON 

Size: 12 ft 

Vi^apois: Cannorillls 

.->Score: 2500 
Threat: Medium 

ADULT ARACHNOID 
Size: 20-25 ft 
Weapons: Chain-Gun,' 

Score: 3000 
Threat: Medium 




I Sting 



ALUDRAN REPTILOID, COMMON 

Size: 15 tt 

Viieapons: Magic l-loming Missiles 

ScSre-.4O00 

Threat: (Medium 



/ 



FIEND IAN REPTILOID DEtriON 

Size: 20 ft Stamping 
Weapons : Lava ball Projectile, Claws 
Score; 5O0O 
'Threat: Medium 





BIO-MECHANdiO, MAJOR 

Size: 30 ft Standing 
Weapons; Rocfet Launchers 
Score: 7500 

Threat: High 

LAVA GOLEM 

Size: 10 to 100 ft 
Weapons: Fireballs 
Score: 500-250,000 
Threat; Low to Extreme 
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WEAPONS, 



^H^ 




ALUDRAN REPTtLOID, HIGHLANDER 

Size: 45 ft 

WeapDrts: Magic Homing Missiles 

Score: 25.000 

Threat: High 



Military Knife 

Amnio; N/A 
Rate of Fire: N/A 

Banecracker' P-LAH Ctiainsawl 
Ammo: Fjel from a seff-containef rfilCiB 

fusion foe! synthesiser ^ 

Rate of Fife: M. '^ 

Scliofleld.45w/TMAR 

Ammo: .45 Colt 

Rate of Fire: Single Actioti: Manual Reloading 

12 Gauge Pump Action Shotgun 

Ammo: 1? Gauge Shells 

Rate of Fire: One Shell; Pump Reloading 



Double Barrel Coach Gun 

Ammo: 12 Gauge Shells 

Rate at Fire: Two shells; Manual Reloadin. 

XM214-AMinigun 

AmmoT 5.56 mm Bullets 

Rate of Fire: 120D Rounds Per Minute 



i 




m 




M1-A2 Ttiompson Sutimactrine Gun 

Ammo: 5.56mm buflets 

Rate of Fire: 600 Rounds Per Minute 

XPML21 Racket Launcher 

Ammo: 150 mm Infgcpo Missile 
Rate of Fire: 85 Mis^s Per Minute 

MKIII Grenade Launc^ 

Ammo; 40mm High Explsive Rounds 
Rate of Fire: Variable 



'% 




llets 



RAPTOR IGmm Sniper | 

Ammp: 16mm AP Sniper! 
Rateotj-itsr Manual : 

XDPFmmemf^er fl 

Aii]mo: HV Napalm 
Rate of Fir?: Continuo\is 

XL2 lasergun 

Ammo; X7 Power Cells 

Rate of Fire: 600 Rounds Per Minute 

SBC Cannon 

Ammo: HP Uranium-filled Cannonballs 
Rate of Fira: Variable 



Serious Bemb 

Ammo: N/A 
Rate of FirB: 1 
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ITEMS 
ARMOUR 




Shards 

Shards add 1 point to your armour. 



Helmet 

Helmets add 5 point to your artlioUT. 



Exoskeletnn ^^ 

Exoskeletors add 25 points to your lifmour. 




Vest 

Tliese green, bullet-proof vests inctB^se armour 

by 50 points 





Heavy Plating 

Heavy Plating adds 100 points to your art^otir. 





Heavy Armour Suit 

Heavy Armour Suit adds an instant 200 points to your 



armour. 



• 



HEALTH 




% 




^ 



These yellow pills add 1 Wnt of 



Small Health 

-Jhese potions increase HeattBy 10 p( 



0\/ 






Medium Health g ^ 

These green bottles increase Ifelth by 25-points 




i\ 





^ 



Large Health 

These white Medikit boxes increase Health by 50 



* 




Super Heall 

Ttiese red hearts add an instant 200 points to your Health. 
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AMMO 



il 
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12 Gauge Shells 

These are standard issue 12 Gauge shells. 

They can be used botfi lor Single and Double Shotguns. 

5.56 mm Bullets -.d^dlA 
5.56 mm Bullets are known fbrtheir precision and high 
.-velocity. This is accomplished with their lightweight and 
precise bearing on the casingi- 

1 50 mm Inferno Missile 

Used with XPML21 Rocket Launcher, Jnfemo missiles are 
very fast and HIGHLV explosive projectiies. 

40mm High Explosive Rounds 
40mm grenades are very efficient piec^f ammunition. 
They are equipped with small thermal sensors that pick up 
life signs around them. This gives them the ability to 
bounce oft the walls and any other inanimate objects. Only 
the MKIJI Grenade Launcher can be armed with this ammo. 



I 1^ 



16mm AP Sniper Bullets 

Built on the same technology as the smaller 5,S6 mm 
bullets, AP Sniper Bullets keep the same performance, 

precision and high velocity, but bring more hit power 



HV Hapalm 

Napalm is highly volatile fuel used for powerihg all kinds ol 
flame throwing units, like the XOP Flamethrower, for example.^ 




m 





X7 Power Cells 
X7 was an experimental power source that was to be used 
for industrial purposes. When Mental's forces attacked the 
Earth, scientists af^d its molecular base to suit the 
technology behind t%XL2 Lasergun. 

HP Uranium-filled CaniKinballs 

These round lead casir^ contain very poisonous Uranium 
fillings. Lead protects theoperator while the cannon ball is 
in the y^apon, but whei fired, the uranium heats up, 
transforming into a gas form that can be released through 
'kfref in the casing 
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POWER-UPS 



• 



Backpack 

Backpacks are scattered across levels and are a great way 
to feed your weapons with different ammo types. 



» 



SeriousPack 

SeriousPaclis, are also foLind scattered across levels, they 

■charge yojr weapon to its maximum. 

Invulnefability 

Invulnerability shields are scattered across levels and 
are a great way to deal with large amounts of enemies 
without losing armour/healtli. 






Invisibility 

When picked up, an Invisibility shieltfcloaks the player 
from enemies' .sight for a short time. 




Serious Damage 

Once picked up your weapons are supercharged for a sit 
period of time. 





J 



Serious Spe'es Boots 

Senous Speed Boots have small turho motc^, allowing a 
player to run at' doubie their normal speed. 




EiA^a Life 

Masilditional power-up that gives you yet another chance 
'tatep fighting Hflerttats forces. It can be obtained by 
picking it up on a level or it is given as a reward every 

100,000 FC (Federation Credits). 



Treasure Items 

These items increase ^amount of bonus money you get 
for fighting evildoers. \l|can also collect enough money to 
earn extoa lives. 

\reaaire Bags give you |9,00O FC's while bigger 
TrjfasHe Chess add ||^opping 50,000 PC's. 






GENERAL GAMEPLAY TIPS 

Try not to stand still. The large majority of enemy projectiles are not i 
and they take time to reach you. That gives you precious time to avoid 
such projectiles if you move. The best practice is side-stepping. Use of side- 
stepping is also crucial for dodging charging enemies, which come in large 
numbers in the game. 

The best results with aiming cSn be reached if you firstly make a rough view 
rotation in the direction of the target and then make precise targeting with a 
few side-steps. So, learn to side-step as soon as possible, it'll save you from a 
load of trouble later. 

If you are having a problem with controlling your view up and down, which 
often happens to beginners, you can use the Centre view button or even turn 
Auto-centring on. 



Learn enemies' behaviour and find out what weapons are best to eliminate 
each 1^1 nd. Use the X and ¥ bottons to set shortcuts for your favourite weapons. 
While holding your favourite weapon in hand, press Y or X for a few seconds 
and it will be memorised on that button, 

Search for secret places and hidden spots because they often hide jseful 
items that will help yoj survive. Finding treasures wtil provide you valuable 
credits to help you reach credit milestones for bonus lives. Remember, 
for evet^ 100,0Q^,points, you receive a bonus life! 

If you feel that your skills are not matching the challenge, for better or worse, 
you can change the difficulty you're playing during the campaign. Just enter 
the in-game menu (press Start during gameplay), select the Restart teval 
option, and choose a new difficulty. 



MULTIPLAYER 

MULTIPUYER OPTIONS 

The multiplayer game can be played via split screen and via system-linl( 

Split Screen; 

To play a Co-operative or Deathmatch games, you'll need only one Xbo)( 
console- Via split screen you can play a Co-operative game side by side witi 
one oi your friends, or a Deathmatch game with up to 4 players on one screen. 




System- link: 

Here you can play a Co-operative or Deathmatch game on muitipte XboK 
consoles. When playing a system-link game, you can have up to | players on 4"^ 
Xbox consoles. 






MULTIPLAYER GAME TYPES 

Co-operative: 

In standard Co-operative mode, playejs worl( to|Ether, side by side, against 
enemies. You can piay the entire single pfayer game, with your friends, from 
beginning to end. You can choose to atjfiiw players to accidentally tor not) harm 
each other with friendly fire. 



I > 



Deathmatch: 

This is a standard Deathmatch mode. For every lull, you get one frag; if yoii kill 
yourself, you ipse one frag. A Deathmatch game can be set on a time limit or 
frag limit basts. The persojtwith the most frags at the end wins. 



1 



rtAY 




you'll need only one Xbojc 



HOW TO START MULTIPIAYER GAME 

Split Screen: 

If playing a Co-operative 

cor>so!e. 

i 
Proceed through the following SI 

1. Select Multiplayer option in the main menu, 

2. Select Split Screen option 

3. Select a Co-operative or Deathmatcti option 

4. On the nerf menu select your profile (left-right on D-pad browses between 
existing profiles} and press A to join, then press A again when all players 
have joined the session, 

5. On the following menu select the level you want to play. 

6. Finally, select the desired game, the options, and press the ft button to start 
the game. 




I 
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System-link: 

First of all, to be able to play or mjltiple consoles, you'll have to connect them 
together properly. To connect 2 Xbox consoles, you'll need to connect them with 
the System-link-cable (for detailed information check the Xbox manual). To 
connect up to 4 consoles you'll need ore Ethernet-hub and Standard-Ethernet- 
cable (for detailed information check the Xbox manual). 



IMPORTAHT IHFORHATfOH 

When 2 Xboxes are connected via the system-link cable: 

• Co-operative play supports 2-4 players (? per machine max.). 

• Oeathmatch play supports 2-8 players (4 per machine max.). 
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When 4 Xboxes are connected via the Ethernet-hub and standard 
Ethernet cable: 

Co-operative play supports 2-4 players (2 per machine max.). 

■Oeathmatch playsupports 2-8 players (4 per machine max.). 



After you've connected the Xbox consoles properly, proceed througli the 
following steps: 

1. Select (Wultiplayer fram the main menu. 

2. Choose the System link option. 

3. On the next menu, either join an existing session by pressirii- A or create a 
new session by pressing Y. jjL 

kin session: H 

4 On the next tiifemi sd^your profile (left-right on D-pad browses between 
existing profiles) and press A to join. If others are also joining from your 
machine then press A again when all players have joined the session. 

Create session: 

5. After pressing Y, select the type ot plgy (Co-operative or Oeathmatch) 

6. Choose the level you want to play. 

7. Set the desired game options and press A to start the session. 

NOTE: Players on other machines will only be able to join your session once you 
^: have loaded the level. 



Profiles for muitiplayer characters areCfeated by selecting the f*layer Setting 
from the front meau and pressing Y tj^jreate a new profile. 




Serious Sam 

There is very liffle information about his fife and youth. 
Even the informiBpn that does exist is very 
contradictive. Orifejhing that is known for certain i^;;n 
that he always wc^his famous outfit. Red sneakers, 
blue jeans and a wWte T-Shirt with the bomb logo 
appear even in his latliest known pictures. Many have 
wttnessed him doing charities, leading the blind 
across a street, shopping for older people and 
repairing broken toys- for children. Others report they've 
seen him stealing apples from the garden, spray 
painting bomb logos on walls and even freeing 
animals from the Mo. But, no matter what the truth is, 
everybody agreesthat whatever he did, he did 
it in style. Seriously. 




Fastfinger Freddy 

He was born to a wealthy family, went to expensive 
schools and got a job as a Wall Street broker. Soon, he 
'ed of urban life, so he gave all his stocks to 
the poor and moved to a country ranch where he 
groomed animals and lived as a cowboy. There he met 
the wife of a famous movie producerand she offered 
him the role of a handsome sheriff in the "Ways of Our 
Wives' soap opera. After a few years, he became tired 
of that woman and his life as a movie star, and he 
joined Sam in the fight against Mental. 
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Groovy Gregory 

With brother Denzell, he formed the famous dance djo 
'Vilii Manilli' back in the 20th century. At the top of 
their popularity ttiey both vanished when the media 
discovered that they didn't perform their songs, and 
that Sam was tlie main vocal. Derzell and Gregory 
were the coolest people that Sam ever met, so he 
allowed them to join him in saving the world. Now they 
bring fun and coolness into Sam's squadron, 




King Kim 

Together with Sam back in hi|h school, they formed a 
rocl^ and roll hand called 'Sam and Friends' with Sam 
as lead vocals and Kim on ukulele. After a few 
successful tours, the band split. Sam wanted them to 
move on to modern pop rhythms, but Kim didn't want 
to play anything that wasn't pure R'n'R, Kim 
continued as a solo artist, performing as King Elvis in 
malls across Florida. Years later they met again at 
the Grammy awards, where Sam received 'The Best 
New Artist Award', and Kim sang a few Elvis songs at 
an after-party. When they saw each other, they cried 
like little babies. Sam realised that he went the 
wrong way and Kim comforted him. They again 
formed a band, now called 'Kim, Sam and Friends 
and they successfully performed at weddings, until 
m joined the Space Troops 





Meesterious Mia 
Stie came tro^a small Texan village, Boobsvilte: the 
daughter of a famous entertainer mother and an 
unsuccessful game designer father. She always strives 
to be in the centre of things and managed to be the 
most popular l^son in high school. At least till she 
graduated. Th#things went in the opposite direction. 
After a small parfin the movie bloch-busier "Pyramid 
Raider IV", she gflt a lead part in the "Ways of Our 
Wives" soap opera; where she had a small affair with 
Fasrfinger Freddy Ttre show got cancelled due to 
Freddie's departure, so she tried to recapture a portion 
oilier long lost fa me by taking a part in "Bronx 
9f3210" as Nelly, a leading female character. She 
failed end that was the end of her AND her acting 
career The only thing feft for her to do was enlist in 
^ Mental opposition forces, and get some attention 
frSmsurroundingsQldiers. 

Pirate Pete- 
Sam met him in some Philippines pub, where Pete was 
Sfi unbeatable champion in arm wrestling and 
dmkmg rum. Well, unbeatable until Sam walked in. 
After that event Sam and Pete have been inseparable. 
And if nothing else, Pete is still a champion in 
drinking rum and probably no one will ever beat him. 
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Santa Sam 

People always thought that he was the real Santa until 
some kid removed his beard. He disappeared from the 
public eye after this incident. Sam found 
him on Copacabana beach, selling ice cream and still 

'ring tiis Santa outfit, Sam azM him to join his 
fl^ against evil forces and Santa accepted, i^ow he 
delivers lead gifts to Mentals minions. 



Serious Sammy 

Site is the sister Sam never wanted nor expected. 
Unusually strong for her petite constitution she 
managed to do things nearly as good as her brother. 
But not good enough. Living in Sam's shadow all of 
her life, Sammy struggled for recognition and credit. 
After Sam got drafted for entering Ihe lime Lock, 
Sammy decided to take big things into her small 
hands. She enlisted in a back up forces SQuad. giving 
herself a last chance to finally outdo Sam in combat, 
"Do NOT call me baby-cakes", is a thing you could 
usually hear from her. 





Stainless Steve 

He met Sam diiring the making of a gladiator movie, A 
iyfailed actor, he never a got chance to play in the 
Lizard of the Was" theatre show. Career score: 1001 
auditions, 1 aet (he participated in the gladiator 
l^^^jS^re's mass combat scenes, but the camera never 
"ly caught him). They always told him that he's 
sty to act. Ja desperation, he joined Sam on his 
on to save ^h, , 




S£RIOUSeSAM 



m 



CREDITS 

CROTEAM: 

CEO/PRODUCER 
Roman Ribaric 

GAME DESIGN 
Davor Hiinski 
Roman Ribaric" 
Davor Tomicic 

PROGRAMMING 
Alen Ladavac 
Davor Hjnski 
n Sekulic 

Nikola Mosettig 
Darko Mattitiovic 
Goran Zorictc 



LEVEL DESIGN 
Damr Tomicic 
Davoi Hull ski 
Ivan Mika 
TomislavPongrac 
Damir Krajnovic 
Dean Selfijlic 
Wlarino Babic 
Damjan Mravurrac 

GAMEPLAV 
Davor Tomicic 
Roman Ribaric 
Tomislav Pongrac 

3D MODELING 
Admir Elezovic 




ADDITIONAL 30 MODELING 

Tomisiav Pongrac 
Tomislav Kiicko 
Dirtko Pavicic 

3D ANIMATION 
Admir Elezovic 

ITIONAL 3D ANIMATION 
Tomi^av Pongrac 

SKIN ART 
Oinko Pjwjcfe. 
Petar Ivancek 

LEVEL TEXTURES 
Dinko Pavicic 

ADDITIONAL LEVEL TEXTURES 
Zeljko Visnjic 
Davor Hunski 




2D ART 
Tomislav Kucko 



\ 




ADDITIONAL 2D ART 
Petar ivancek 
Zeljko Visnjic 1 

Davor Hunski 
Dean Sekulic 

CINEMATICS DESIGN 
Tomislav Pongrac 
Admir Elezovic 
Ivan Mika 
Petar Ivancek 




CINEMATICS 
Ivan Mika 
Damir Krajnovic 
TomislavPongrac 
Marino Bahic 
Tomislav Kjcko 
Admir Elezovic 
Petar Ivancek 
Dinko Pavicic 
Zeljko Visnjic 
Damjan Mravnnac 

CINEMATICS EDITING 
Tomislav Kucko 



\l 



ADDITIONAL CINEMATKS EDITING 
Admir Elezovic 
Damjan F^ravunac 



/ 



SOUND FX/MUSIC 
Damjan Mravunac 




BIZ ASSIST 

Robert Westmoreland 

Helena Hunski 

MANUAL & TESTING 
C rote am 

OTHER: 

SERIOUS SA]\fl VOICE 
John J. Dick 

SKYBOX ART 
Peter Kleiner 




ADDITIONAL FIGHT MUSIC 

Undercode 

(remixed by Damjan Mravunac) 

MOTION CAPTURE 
Perspective Studios 

ADDITIONAL'WRK 
iDamir Perovic 

prvoje Colic 
' llladen TripaJo 

AleksanclarVjestica 

(WITIONAL SUPPORT 
I^ET Computer Division 

flvalon 
Christian Ghister 

CINEMATICS ACTORS 
The Gnaars 

Special thanks to all other people 
who helped making Serious Sam 
a better game... 

...and a serious thanks to all 
SERIOUS SAM forum veterans and 
other world-wide fans... 



but most importantly our 

families, wives, girlfriends 
and friends. 

Thanks! 




SERIOUSeSAM 



GOTHAM GAMES: 

PRESIOENT 
Jamie Leece 

SENIOR PRODUCER 
David Nottingham 

PRODUCT MANAGER 
Andrew Green 

GENERAL MANAGER 
Greg Ryan 

SINESS DEVELOPMENT 
luan Gutierrez 

CREATIVE SERVICES 
Mike Gala 
Larry Conti 

PRODUCTION SERVICES 
Jay Fitzloff 
Micheal Gerard 
Jennifer Kolbe 
James Pacquing 

Box llluatration frjf Dan Llsh 



TAKE 2 INTERACTIVE ■ 
BALTIMORE QA: 

DIRECTOR OF QA 
Phil Santiago 

QA SUPERVISOR 
Frank Kirchner 

QA PROJECT LEAD 
Lisa Nawrot 

QA TESTERS 
Tom McCOfilogue 
Greg Peeler 

Josh Rose 

Jonathan Stepha^, 
Scott Vaii 

TAKE 2 UK 

UK MARKETING MANAGER 
Sarah Sea by 

PRODUCT MANAGER 
Gary Sims 

PR MANAGER 
Nick Bouistridge 




TAKE 2 INTERNATIONAL 

VICE PRESIDENT OF 

INTERNATIONAL MARKETING 
Ghristoph Hartmann 

INTERNATIONAL PRODUCT 

MANAGER 

Karl Urterholzrer 



TAKE 2 EUROPE 



Testing 

ff 

■ LEAD TESTER 

■ Denby Grace 

W Tir 
Win 

\ 



PRODUCER T 

MikeWenn i 

DEVELOPMENT MANAGfH,, 
Like Vernon 



WANAGER 



GROUP PRODUCTION' 
Jon Broadbndge 

GROUP PRODUCTION 
CO-ORDINATOR 
Chris Madgwick 

GROUP LOCALISATION 
CO-ORDINATOR 
Maike Kohler 



GROUP DESIGN MANAGER 
James Crocker 

DESIGNER 
James Quirrlan 



TESTERS 
Tim Bates 
Kevin Hobson 
im Cree 

att Hewitt 

it Brawn 
Alitoine Cabrol 
Ptiil Alexander 

J like Blackburn 




S£RI0USeSAA1 



WARRANTY 

Take-Two Interactive Software warrarts to the purchaser only that the disc 
provided with this manual and the software program coded or it wili perform in 
accordance with the description in tiiis manual wtien used with the specified 
equipment, for a period of 90 days from the date of purchase. 

Take 2 Interactive warrants thattfie original media tiolding the product is free from 
defects in rraterials and worl<mansliip under normal use and service for a period 
of ninety (90) days from the date of purchase, as evidenced by a dated proof of 
purchase. If the media is found to be defective, you may return the product and 
all accompanying materials to the place you obtained it for a replacement or 
refund. This limited ivarranty does not apply of you tiave damaged the media by 
accident or abuse, 

THiS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR 
WRIHEN, EXPRESSED OR IMPUED. ALL IMPLIED WARRANTIES, INCLUOIMG 
THOSE OF H/IERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, IF 
APPLICABLE ARE LIMITED IN DURATION TO 90 Om FROM THE DATE OF 
PURCHASE OF THIS PRODUCT 

Take-Two shall not be liable for incidental and/or consequential damages for the 
tireach of any express or implied wan-anty including damage to property and, to 
the extent permitted py the law, damages for personal Injury, even if Take-Two 
has been advised of the possibility of such damages. Some jurisdictions do not 
allow tiie exclusion or limitation of any incidental or consequential damages or 
limitations on how long an implied warranty lasts, so the above limitations or 
exclusions may not apply to you, 

Tfiis warranty stiall not be applicable to the extent that any provision of ttiis 
warranty is prohibited by any national or European law, lArtilch cannot be pre- 
empted. This warranty gives you specific legal rights and you nnay also have 
other rights, which may vary from jurisdiction to jurisdiction. 

You may not reproduce, prepare derivative wrSts based on, distribute copies of, 
offer for sale, sell, transfer ownership o1, rent, lease, or lend to others the 
Program or accompanying documentation, or any portion or component of the 
Program or accompanying documentation; provided, tiowever, that you may 
transfer the entire Program and accompanying documentation on a permanent 
basis as long as you retain no copies (including archival or backup copies) of the 
Program, accompanying documentation, or any portion or component of ttie 
Program or accompanying documentation, and the recipient agrees to the terms 
of the Agreement. Further, you may not modify, reverse engineer, disassemble,, 
decompile or translate the Program or accompanying documentation, or any 
portion or component of the Program or accompanying documentation, nor may 
you mal<e any copies of the Program modules for use with other programs. This 
program is intended for private use only. 



GAMEPLAY HINTS AND TIPS LINE 

HINTLINE INFORMATION " ■'' 

NOTE : DO HOT CONTACT TAKE 2'S TECHNICJU. SUPPORT STAFF IN SEARCH OF SAKE 

HINTS. 

They are neitiier permitted nor qualified to aipply such information. Hints on some of our 

more difficult games are available by calling the liintline number printed below. 

For game strategies and hints'ftSfe United Kingdom, call; 
\ ; S i 0906 751 4151 

Calls are cfiarged at 7Sp per min at all times, ask bill payer's permission, caller must aged 16 
years or over. Hint line is available between 8am and 1 0pm, 7 days a weel( [excluding Ban It 
1 i * Holidays) 

H / 

TECHNICAL SUPPORT ^ 

If you are experiencing problems witti running o1 one of our tllles you may contact pi 

Technical Support staff in one of sewral ways: 

Before coritacting Technical Support, please be prepared. In order to assist you as 
efficiently as possible, please describe the circumstances, including any error 
of your problem as clearly as possit)le. 

OUR TECHNICAL SUPPOHT CO^TACT DETAILS 




Post: 


Take 2 Interactive Ted) nical Support 




UnitA, Sovereign Park \ 




Brenda Road 4 




Hartlepool 9 
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Telephone 


(0870) 1 242222 / calls charged at the national 0^.1:^7^^ 




(7 days a weel< from Sam to 1 0pm (GMT| excluding bank holidays) 


Fax 


(01429)233677 ^^^^ 


e-mail - 


take2@startekeurope.com 




tech.s(jpport@take2europe.com 


^e\} Site 


www,take2games.co, u k 
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